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Endless Legend is a strategy game tha 


third, but chronologically the second, 
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WELCOME TO OUR WORLDS 


unfolds on the planet of Auriga, a once-glorious 
world subjected to experimentation, war, and cataclysm. This game is sequentially the 
of the games that Amplitude has released in our 
r squad-based rogue-like) takes place 

Auriga, and Endless Space comes after. 


ixture of myth, magic, and marve 


pite of magic and monsters, retains pieces of the 
it takes place. Auriga is a planet where strange 


ehind the scenery (in some cases 
s that underpin the world. 


he characters and creatures of Au 


ntastic landscapes and marvelous — or horrific — wonders. We hope that 
as much as we have, and while we extend our thanks and appreci 
to our marvelous art team that made it all happen, we would also like to thank you, 
the players and the community that keep us going. 


ROMAIN DE WAUBERT DE GENLIS - Creative Director & Studio Manager 
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Itis said that the planet known as Auriga was once a jewel 
among jewels. Sleepily basking in the rays of a white star, 
verdant plains and jungles thrived across its face. Cool rivers 
ran to deep blue seas, and all was filled with life. It was a gaia, 
a nurturing world. 


Then came the cataclysm. Records give no reason why, but 
out of nowhere the planet was hammered by earthquakes and 
meteor storms as tsunami and hurricanes ravaged its coasts. 


But life is a force of unthinkable power. The simplest forms 

of life survive, then grow and evolve and form ever-more 
complex beings. Even the impossible becomes possible when 
this process of evolution occurs on a world whose crust was 
so rich in Dust, and whose life forms are so laden with the rich 
heritage of growth and evolution... 


In a few tens of thousands of years, rather than billions, 

a rugged natural biosphere reasserted itself, as an entirely new 
and different Auriga grew from the ruins of the old one. Yet all 
is not tranquil, for something has changed the seasons. Winter 
seems to be more frequent, and longer, and the pressure to 
survive it grows with each year... 
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EVENTS & QUESTS 


As the various races begin to grow and expand across Auriga, 
they run across mysterious ruins and encounter various events... 


Rather than staying away based on fear or cowardice or even traditions, 
beings tend to gather information and try to understand their surroundings. 


Sometimes it is subject to celebration, like the arrival 
of spring, but most of the time life is harsh and one 
must learn to survive, through cold winter or 
any bad event that might happen. 
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NAVAL GAMEPLAY 


This was added in the last major expansion of the game! Deeper gameplay on 
the seas was a feature that the players had been asking for from the first day. 
Unfortunately, technically speaking it is difficult to differentiate sufficiently 
from terrain-based gameplay. It is also expensive to do, as ocean travel and 
gameplay means new units (ships) all with their own new equipment (ships 
don’t need boots and helmets...). 


However the addition of the fortresses, the new Fomorian minor faction, 
dozens of new quests, the weather system and the ocean 
hazards went a long way to making it an interesting 
and highly playable addition to the 
game mechanics. 
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oosely-federated clans in the vast underground 
abyrinths that riddle Auriga. Thei 
mining and crafting made them comfortable, 
and their study of ancient artifacts slowly 
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d’s past. 
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secrets of the planet, their own traditions, and 
their need to survive, the Vau 
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“The Vaulters were a faction whose lore was 
directly influenced by game design. VERY 
directly, as you will see. 


Originally, they were conceived as survivors 

of the Concrete Endless who had stayed below 
ground on Auriga in bunkers and caves to 
survive the cataclysmic bombings of the Dust 
Wars. Their eventual adaptation to life below 
ground with the aid of their slowly fading 
sciences gave them this unique look and feel; a 
sort of magical-dwarves-in-space kind of thing. 
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Then Dungeon of the Endless happened. Once 
we made the decision that DotE would be in 
the same universe, most of the team wanted 

it to be on the same planet as Endless Legend. 
That is when we ended making the Vaulters 
the survivors of the crash landing that starts 
Dungeon. 


At the end of the day that didn’t require much 
alteration to the look and feel of the faction, asin 
either case they were the medieval descendants 
of an advanced, spacefaring people. It made me 
rewrite a lot of texts, though.” 


JEFF SPOCK - Narrative Director 
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“As with all Endless Legend factions, in order 
to find out what the Vaulters looked like we 
started by thinking about where they came 
from and who they are. Crashed ages ago on 
Auriga (thanks to Dungeon of the Endless ), 
they stayed hidden deep underground in the 
remains of their wrecked ship, as this ship 
was certainly the most evolved technology on 
Auriga at this time. 


[av} 


The effects of Auriga’s Dust Wars, but 
mainly time, saw their main energy source 
fade, then disappear. Though they came 
from a very advanced culture in terms of 
echnology, the Vaulters had to be creative 
0 survive: maintain/modify/recycle/adapt 
heir equipment, recycle pieces of clothing, 
artefacts, etc. as weapons... For generation 
after generation of underground life, as a 
echnology became unusable, it was logical 
o make clothes from a mix of recycled 
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technological elements which were then 
combined with the stuff they produced from 
scratch: Handmade cloth from Auriga’s fibers, 
animal furs, etc. 


The inspiration for technological clothing 

was the work of clothing artist Gareth Pugh 
and his combination of matte materials with 
shiny geometrical patterns, shaped in unusual 
volumes and often asymmetric, with a color 
palette between black and silver. To that we 
added a touch of “homemade” materials that 
they could produce themselves - a smooth and 
refined base, with raw and coarse additions. 


The feeling was “We stayed way too long in the 
deep, afraid of going outside; let’s rediscover 
the bravery of our past and seek adventure on 
the surface as the explorers/warriors we once 
were... and really are.” 


We could easily imagine that the Vaulters were 
not used to light anymore, living for too long 
without seeing the sun; we chose to make 
them look strong, but pale. (I must admit that 
at the beginning, | wanted to give them more 
ight-deprivation characteristics: Blindness in 
sunlight, total hair loss, genetic mutations due 
to inbreeding) but... we still wanted them to 
have a minimum of sex-appeal, so... 


Their architecture had to express the feeling 
that you only see the tip of the iceberg - are 
they really buildings ? is it part of a gigantic 
ship with only the main volumes emerging 
to the surface? 


To enhance and shape this idea, we had to use 
the same recognizable patterns and materials 
on the clothes as on the city/ship.” 


CORINNE BILLON - 47t Director 
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WILD WALKERS 


The Wild Walkers were simple elves living as 
hunter-gathers in the forests. Their gift was to 
shape rocks and trees into great buildings; cities 
rose as green towers in the deep woods. This act, 
called The Sharing, let an elf experience the wild, 
untamed energy of their totem animal. 


Elves who Shared often, however risked having 
the spirit of the beast burst out like a violent 


flame and take control during moments of stress. 


With individuals embracing the savagery of the 
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animals and vanishing forever into the woods, 


the 
spi 


nation had to choose between the wild 
its of nature and the civilization of their 


towers. Troubled but determined, they forswore 


the 
Wa 


Sharing, renamed themselves the Wild 
kers, and set out to build their towers away 


from their dark past. 


On 


y time will tell if the Sharing still has its hold 


on 


their souls. 


THE ART OF ENDLESS LEGEND 


THE ART OF ENDLESS LEGEND THE ART OF ENDLESS LEGEND 


THE ART OF ENDLESS LEGEND THE ART OF ENDLESS LEGEND @) 


Agache Shaman Tenei Walker 


Dekari Ranger 
Support Melee 


Distance 


Hunters and scouts, these archers are They can be warriors but are better thought The forest spirit is a venerated servant of 
deadly with any form of projectile weapon. of as the spiritual leaders of the faction. Every the Wild Walkers, and their grace and power 
Accustomed to warfare first in the trees and shaman has a ‘fetish’ animal, whose spirit awes all who see them. Though the Walkers 
then from the towers of their people, the hey can call upon to gain powers when they are viewed as a manifestation of their god, 
archers of the Wild Walkers are among the urn into that form. The Shamans of the Wild and therefore holy, they are also used to 
most dangerous troops on Auriga. When Walkers are masters of the Sharing, an ancient aid in construction of their great edifices. 
striking from above, they can efficiently rite that channels the rage of beasts, proven These incarnations of the powers of the 
damage and cripple enemy units. both powerful and dangerous by the story forest followed the Wild Walkers when they 
of Tlato Mosi Pakwa. They are dangerous in emigrated from the vast woods of Auriga to 
battle, fighting with both spells and claws. the cities of the plains. A symbol of the origins 
of the Wild Walkers, Tenei Walkers are also 
powerful front-line fighters. 
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one believe. 
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share this view 


The Necrophages are a scuttling monstrosity 
polluting the surface of Auriga; an insectoid 
menace that should be crushed under one’s heel 


d cockroaches that they are. Or so 
e Wild Walkers, the Broken Lords 
nation on the planet would have 


ecrophages themselves don’t 
- in fact, they hold very few views 


other than figh 
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t, feed and propagate. 


The Necrophages have found a 
environment that suits them ve 


niche in the 
y well: They will 


win by numbers; by elevating the colony over 


the individual; by constant war- 


fare. Something 


between a hive insect and an undead horde, they 


reproduce by laying eggs in the 
enemies. 


Occasionally the offspring even 


bodies of fallen 


inherits elements 


of the host’s DNA accelerating their process of 


change and adaptation. Emotio 
and driven by their biology, the 


nless, relentless, 
ecrophages do 


not waste time with diplomacy and commerce. 
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The Necrophages were maybe the first faction we created 
for Endless Legend. We knew that we wanted to have another 
group like the Cravers in Endless Space who were always at 
war, and we kicked around a lot of different ideas. Wolf-like, 
feline, army ants, “Alien”-like hunters,... there are tons of 
different ways to go on this. 


We ended up liking a more insectoid style primarily because 

of how gruesome and grotesque they are; the whole notion of 
hives and breeders makes for a style that is very different from 
her morphological types. Choosing this path also echoed the 
look and feel of the Cravers themselves; questions as to how 
the two factions may be related in the universe have not been 
answered officially... 


fe) 


4 


he background was very easy to work up once we had chosen 
the basic style. After all, on a world that has been bombarded 
back into the Stone Age what kind of life form is going to 
survive, and even thrive? The mighty cockroach, of course! 


Once we were discussing their mutations, and how they 
reproduced, | starting doing a bit of biology research to 

work out the most repulsive reproductive system | could 

come up with (so naturally it would be suited to these 
gruesome beings). That’s when | cobbled together the phrase 
‘interspecific kleptoparasitic ovipositing parthenogenesis’. 

| don’t know; there may be a life form on Earth that reproduces 
that way. If so, | hope | never meet them...” 


JEFF SPOCK - Narrative Director 


THE ART OF ENDLESS LEGEND 


“The Necrophages were very effective in their physiologica 
adaptation to the new post-apocalyptic environment; thei 
physical structure quickly adapted to resist everything. They 
were able to survive and multiply in places and climates where 
nothing else would venture. 


At the very beginning of the game design, we thought to link 
each faction with a specific biome. We finally decided not to do 
this, as it would have been too restrictive in terms of gameplay, 
but we kept these ideas in mind to give everyone a ‘preferred 
climate’, which provided a basic visual suggestion of what the 
factions might look like. 


We could therefore make the Necrophages live, without too 
much difficulty, in lots of exceedingly unpleasant locations: 
Volcanic areas, extreme heat, lava lakes, acid, fumaroles, areas 
filled with fumes of toxic gases, mangroves, foul and unhealthy 
bayous and wetlands... these all seemed to be sites that would 
be particularly appreciated by the Necrophages. 


t was logical to give them an insectoid feel (conveniently, 

or the next cataclysm, they can be immune to whatever 
happens once again). Their rapidly evolving/changing bodies 
gave us opportunities to create multiple variations in terms 
of body shapes; the common point was that it must inspire 
epugnance... 


Exoskeletons, multiple skinny legs, mandibles, not knowing 
if certain items are made of natural shell or are manufactured 
piece of armor. 


Played in association with more flexible and soft textures, 
or soft/viscous ones (large inflated abdomens). 


o clothing (with the exception of the diplomat who has to 
ook “not quite so” scary **); they had to look feral, and not 
civilized at all. 


They come out of their habitat in droves, spread out while 
razing everything in their path... it crawls, it wiggles (... and 
the rest of the world runs away before this scourge!).” 


CORINNE BILLON - Artistic Director 
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Though they control great powers, they pay 

a great price to do so. To manipulate the powers 
of Dust, Ardent Mages must dissociate their mind 
om their body. 


For this they have developed elaborate pain 
ituals, for the more they are able to withstand 
he agony and ignore their physical discomfort, 
the deeper their relationship with Dust becomes. 
Pain has become a fundamental element of their 
society, to the point where children are taught 
om a young age to withstand it. 
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ARDENT MAGES 


toicism is therefore as important as intelligence, 
nd indifference to physical discomfort is the 

ay in which an individual’s worth is measured 

- be they an Ardent Mage or a stranger. 


After falling out with the rest of the Inner Circle 
in dark circumstances, Zor Abaz has annexed 
her clan from the greater Ardent Mage nation 
and struck out for new territory. The suffering 
must be great, even magnificent, if she is to 
prepare the Ardent Mages for the endtimes. 
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“Though the Ardent Mages were one of the first 
factions we designed, they didn’t make it into 
the game until the beta. Part of the reason was 
that we weren’t very happy with the lore and 
gameplay that we first came up with. 


Initially they were known as the “Rage 
Wizards”; they were going to be a faction that 
used powers of anger and rage to build up 
powerful spells. We started unit design and 
town design based on that, but then realized 
that it was too much like the Sharing and 

the bestial madness of the Wild Walkers. As 

a result the faction was put to the side while 
we scratched our heads for some better ideas 
(and developed the other 6). The breakthrough 
came with the idea that the power of their 
spells came from pain and mortification, not 
simply rage. Once we had that base, it quickly 
evolved into the whole series of ideas that pain 
forced a separation of mind and body, which 
purified and strengthened the spirit, thereby 
making their spells more potent. From there, 
of course, it was a small step to the idea that if 
they could really separate their mind from their 
bodies, they became similar to another famous 
group of beings in the Endless universe... 


The artists and game designers had a field day 
with these ideas. Mortification, self-flagellation, 
scarification, and a lot of other unpleasant 
words ending in “-ation” began to surface in 
the images and gameplay. Steve, the writer 
who did the faction quest, thought it would be 
interesting to build that story around a murder 
mystery, which somehow seemed fitting in 
such a cruel society. The faction style and 
design turned out to be one of the easiest for 
me, and at the end of the day I’m very happy 
at the way it all came together. The Ardent 
Mages - More pain, more gain.” 


JEFF SPOCK - Narrative Director 
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“The Ardent Mages are obsessed by the 
acquisition of new powers or the increase 


of those they already have. T 


hey are ready 


to sacrifice everything to increase their 
power, going through physical suffering 
to enhance their control over this power. 
This led to the idea of voluntary physical 


alteration and mutilation. 


At the beginning of their civil 


ization, we 


can imagine that overexposure to the 
Dust (voluntary or not) may be enough 


to have produced a slow mu 
their physics of origin. Then, 
most mythologies related to 
magic, every power has its p 


ation of 
as with 
occult and 
ice. The 


stronger the power, more expensive the 


accompanying (usually phys 
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ical) sacrifice. 


Therefore we can show that everyone 
has eagerly sacrificed a part (or more) 


of their anatomy or of one of thei 


to acquire more power. The amo 
significance, in body surface, of t 
voluntary mutilations allows you 
a glance to understand the socia 
of the character. 


rsenses 
unt and 
hose 

at 

rank 


Ardent Mages can be seen as a 
of precursors to the bodyfication 
movement in some way“ 


ind 


art 


CORINNE BILLON - 47t Director 


Main Inspirations: 


Elizabethan costume: this period is full of costume items that give a 
feeling of stiffness and strain on the body, but with some grandeur and 
magnificence. Also Joel Peter Witkin (for his blending between morbid 
horror and pictorial baroque scenes), the illustrator/painter artist Brom, 
and designer Iris von Herpen for her researches about body volume 
alteration and the very atypical use of new materials in her creations. 


Costumes therefore have contents, patterns and textures designed 

to focus on anything that can make reference to coercion, restraint, 

or deformation of the body: Corsets, use of links, various lacings, 
“fraises” and every oversized collars having a ‘neck brace’ rendering, 
gags, blindfolds / headbands, ornamental body modifications such 

as scarification and piercings, and any cosmetic or aesthetic alteration 
aimed at changing the geometry perception of the body (ex: front line 
pushed back by shaving off the root of hair - shaved eyebrows, etc.). 
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BROKEN LORDS 


The Broken Lords are a faction of knights and 


believes i 


by which 


And yet, t 
hat exist 


n honor, virtue a 


these noble war 


he Broken Lords 
only as spirits w 


suits of Dust-enhanced ar 
view them as monsters, for their race was fading 


when it di 
consumin 
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own-builders; an aristocratic society that 


nd justice. To succor 


he weak, to champion what is just, to root out 
evil wherever it may lurk - 


those are the ideals 
iors would live. 


are a crippled people 
apped in their great 
mor. Other nations 


scovered a deadly secret - that by 
g the life forces of a sentient being 


they could extend their own life span. This rite 


of consumption i 
principles and th 


s, obviously, a betrayal of their 
eir history. The greatest hope 


of the Broken Lords, therefore is develop magic 


that will break th 


is curse and allow them to live 


without destroying others. 


Though the ques 
thoughts: Even if 


ion remains, and haunts their 
they did find a cure, would 


they want to give up this powerful gift? Their 


codes and moral 
hearts it is much 


ty insist ‘yes’, but in their 
ess clear... 
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“The Broken Lor 
As we did to ale 
we wanted to ta 
and give ita sha 


aristocracy-med 
classic look and 
always, that cha 
hands on them! 
d 


make them vam 
tend to blame 
on Romain... 


think it’s actua 
hivalry-and-ho 


a 


topens up alo 
oryteller for al 
heir ideal of wh 


n 


which is the rea 


ds began life with a handicap. 
sser extent in Endless Space, 

e a traditional, familiar faction 
rp twist to make it unique and 


interesting. They started as the basic knight- 


ieval faction with a relatively 
feel (though of course, as 
nged when Sostene got her 
. We were kicking around 


ifferent ideas when Romain said, “Hey, let’s 


pires!” You will see that 
most of my sleepless nights 


ly a great twist on the typical 
nor faction of noble knights, 


o make them live off the life force of others. 


of great potential as a 
of these conflicts between 
at they want to be and the 


errible things they need to do to stay alive, 


ity of who they are. 


Once we had that idea, we worked out their 


backstory of wh 


ramifications were for their culture. Tha 


at caused it and what the 


was useful not only to round out the faction 


descriptions, qu 


it generated great discussions among the 


ests, and biographies, but 


designers to invent and improve gameplay.” 


“Broken Lords are a “fallen branch”, a mutated 
descendant of the Endless Concrete. Those who 
had remained in stasis on Auriga and emerged 
on the surface to resettle after the cataclysm, 
were overwhelmed by the ambient mysticism 
and Dust magics going wild on the planet. 

As their technology failed, they had to gain 
autonomy from the “science only” spirit 

of the Endless Concrete and find another path 
to survival. 


Main inspirations: 
+ | mainly sourced ideas from Ottoman, 
Byzantine, and Indo-Persian armor and 


equipment. 


+ | did this primarily for their unusual silhouette, 


THE ART OF ENDLESS LEGEND 


because | found 
away from the t 
dress codes and 


Furthermore, thi 


it more interesting to move 
aditional European Knight 
armor. 


s type of armor has the 


advantage of displaying a “softer” aspect, 


and combines h 


armoniously pieces of 


clothing made f 


om fabric. 


Keeping the face partially or totally covered 
seemed very interesting to bring an element 
of strangeness that highlighted the Broken 


Lords “ghostly side”. | associated this with 
“Kulah Khud” inspired helmets that are Persian/ 
Ottoman -- the idea of “Are you sure you want to 
know what they really look like underneath?” 


Costumes, colors, patterns and textures 
to focus on: 


* Cotton, copper, silk, and leather, all in shades 
of red and old gold 


« “Scales” of metal stacked plates assembled 
to form a kind of coat of mail, metal inlaid, 
engraving 


+ Lots of gilding and embroideries, but they 
are frayed, worn and tarnished (however 
one must understand that it was something 
magnificent - a long time ago 


+ Inthe end we stylized and simplified this idea 
of decorative patterns/engravings for a better 
readability, due to the size of the characters 
on the terrain. 


As far as the cities go, our idea was to build 
a fairly traditional medieval city, albeit in 
a somewhat more ghostly-Gothic variation. 


CORINNE BILLON - A47t Director 
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ROVING CLANS 


Plying roads and sea lanes with skill and courage, With rapid, mounted units giving them an advantage 

they are ever on the lookout for new resources, in speed, they make difficult targets and frustrating 

new products, new markets, and new customers. enemies. Even their great cities can move, perched 

Wherever the Clans pass, markets spring up, on the backs of giant Setseke scarabs - an exploit 

commerce blossoms, and the strange and unmatched by another nation. 

wondrous goods from the many strange and 

wondrous peoples of Auriga are traded. Patient, clever, and wily, the Roving Clans bring 
sophistication - and manipulation - to the peoples 

The Roving Clans are so entwined in the business of Auriga. 

dealings of Auriga, that a tiny piece of every 

transaction somehow makes it into their coffers. 

While their preference is for peace and trade, the 

Roving Clans should not be underestimated in war. 
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“When we decided that Roving Clans would 
be a people of merchants, some Silk Road- 
inspired travellers, it seemed obvious that 
their identity would be oriented around being 
mobile and nomadic. Everything they own: 
Entire villages/cities, or personal clothing/ 
equipment, has to be assembled and folded 
in ashort time frame, in order to quickly 
change locations. 


Keeping in mind all the plant and animal 
diversity existing on Auriga, we chose not to 
focus exclusively on horses. Soon the concept 
artists began to draw much stranger beasts 
than horses and camels... then bigger and 
bigger beasts again, capable of pulling an 
entire house/tent... then totally gigantic 
beasts that could not only pull props and 
people, but even carry entire buildings! 


A bit like the Broken Lords, who were 
transformed from medieval European knights 
into Indo-Persian warriors, the inspirations for 
Roving Clans moved far more towards the East 
than initially planned” 


Main inspirations: Mix between Mongolian 
and Tibetan styles (with addition of some 
ancient Kazakh elements for costumes). Everyone carries their possessions with On the subject of braiding, | found some 
And most important: Millions of bright colors! them: Stacks of fabrics, jewelry and over- interesting stuff when | was looking for 

sized ornaments, in an way which can be information on the net: For some Tibetan 
Costumes, colors, patterns and textures heterogeneous, but which must be grandiose people the social rank is marked by the 
to focus on: (it’s often amazing, but never ridiculous). number of braids in the hair. (The ‘must-have’ 

number is apparently 108 4) so the braid can 

Their clothes and jewelry follow these Precious materials of weapons and jewelry be a pattern that’s important to highlight in the 
Eastern inspirations; although the forms can also maintain the idea of ‘raw’ stuff: Roving Clans apparel too! 
be spectacular, the materials are mostly raw 
and “simple”: + Semi-precious stones t was interesting to give the Roving Clans 

+ Use of silver rather than gold a physical type rather Caucasian or Eastern, to 
* Fur * Colored glass beads balance their exclusively Asian wardrobe. That 
- Wool + Horn would mark the fact that they are a travelling 
* Cotton + Stone people who could through time, integrate 
+ Leather + Bone a myriad of nationalities or physical types.” 
+ Hammered metal + Interlacing, weaving, braiding 
i 


CORINNE BILLON - Art Director 
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DRAKKEN 


Few in number but exceedingly powerful, they do 
not seek war but rather relationships, information, 
and knowledge. 


Faction histories, artifacts, and ruins are high 
prized by the Drakken while wealth, military 
power, and advanced technology are viewed 
as insignificant. 


Militarily they have limited numbers, and bring to 
battle very few but very powerful units. The gradual 
onset of longer winters has not escaped the notice 
of this race who are more attuned to Auriga’s 
rhythms than all the rest. 
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Already they have struck out across the vast planet 
forging ties with all who share Auriga’s lands. 


They understand well that even if the cataclysm 
comes again, their first duty is to preserve what 
the Endless left behind, so that one day, maybe 

in a hundred years, maybe in a hundred thousand, 
their great teachers’ creations will still endure. 
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“We wanted to do a number of things in Endless Legend that were based on the best 
of our ideas from Endless Space. One of these was to have the diplomacy-oriented 
faction, but then we also had ideas for a flying faction, and it took a few iterations 
for us to put them together and create the Drakken. The artists, of course, were very 
helpful in coming up with great visuals to spur our brainstorms. 


The Drakken are the sole sentient species on Auriga whose roots lie in the planet’s 
native biology. Numerous experiments were done upon them by the Endless, 
primarily to turn them into omnivores, give them the ability to live in cold climates, 
and create a sense of community and shared future. The Drakken Program moved 
forward steadily, but was rudely interrupted by the bombing of the planet. 


When Auriga was once again livable, the Drakken emerged to a radically different 
world. They held on to their memories with a zealous passion; reaching out to 
uncover whatever they could about their lost mentors. This became their overriding 
passion: To learn and preserve all that they could about the Endless civilization. 

In spite of their physical power and ferocious fighting skills, the Drakken remained 

a primarily peaceful society, content to pursue the search for Endless knowledge 
with little contact outside their own borders.” 


JEFF SPOCK - Narrative Director 
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“The Drakken people consists of a large variety 
of creatures, both two-legged and winged 


creatures. During the first lo 
for this faction, it seemed an 
idea to imagine that their ph 


evolved along with their seni 


a base unit, with age they ga 
knowledge, and can hope to 


Drakken... someday. So, to gi 


e researches 
interesting 
ysical aspect 
ority. Bipedal as 
in wisdom and 
turn into winged 
ve them shape, it 


seemed useful to mix severa 
and not just rely on tradition 


DRY 
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animal influences 
al dragon shapes. 


These humanoid/serpentine c 
have ‘allure’, a kind of imposing bearing, as the 


descendants of the great peop 


always been (they may have sca 


eatures must 


e that they have 
s, but they 


om 


have a samurai mind) They can look almost 


scary, but first of all: terribly in 


timidating. 


One is recommended not to disturb, or even 


be at odds with an ancient Dra 


Their presence must have... ad 
shall we say! 


en. 


eterrent effect, 


Main Inspirations: To emphasize the idea of 
ancient civilization, we chose an iconographic 
universe combining brute force and refinement 
at the same time, with a sprinkle of mystical 
atmosphere: 


Lizards, snakes chameleons, komodos, etc... 
Viking-like ornamentation 

* Cuneiform-like signs and writing 

Runic symbols 


CORINNE BILLON - 4rt Director 


Costumes: 


The first concept arts were “naked” versions of the Drakken But these 
looked a bit too “wild” and feral. In fact, nudity highlighted an animal 
aspect that didn’t show enough intelligence and a “civilized” side. 
Therefore the second phase of the design was about “dressing your 
Drakken”. Unfortunately this was not convincing either; they seemed 
civilized, but things like pants, tunics, dresses or capes on this kind of 
majestic creature looked kind of silly--like tricking out a pitbull in a tutu) 


We finally settled for a solution that was to equip them with a minimum 
of clothes and play on inlays of metal and ornamental scales/stones all 
over the body. One must ask if these are natural elements (carved and 
polished scales?) or jewelry added and fixed on them. 
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CULTISTS 


OF THE ETERNAL END 


This mysterious cult is led by two creations that 
are the remnants of the Endless: The Queen, 
imprisoned within her indestructible throne in the 
capital city, and the Unspoken, a wandering - and 
perhaps insane - being of enormous power. Left 
alone on the planet for millennia, they have turned 
against their creators and sworn to destroy every 
trace of their existence. 


The Cult maintains a single city where the Queen 

is entombed in her indestructible throne. Its 
power, therefore, is projected across Auriga through 
proselytization and conversion, when the faithful 
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followers and heroes of the Cult convince other, 
lesser peoples to join their cause. The Cultists then 
recruit, train, and arm these converts from the 
tribes and vagrants that live scattered across the 
surface of Auriga. Regardless of where they are of to 
whom they have previously sworn allegiance, when 
a tribe turns to the Cult it does so until its death. 


Monolithic, fanatic, and ever-expanding, the Cult of 
the Eternal End will spare no effort, cost, or sacrifice 
to see that its will is done. 
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The Cultists, though they are a faction in the Endless 
Legend universe, were designed as part of a community 
competition based on our guidelines. 


Nosferatiel, winner of the first step of the contest: 
lore & gameplay: 


“Instead of starting with powers my cultists should 
have, | tried defining limitations for them, first. That 
way, things like the Queen being immobile and the 
Unspoken being erratic came to pass. If they were just 
omnipotent, they’d be bland and uninteresting. Giving 
them huge trade-offs was in some ways the actual start 
of the cultists. It was a logical trail of thought to get 
from the Queen being unable to rely on the Unspoken 
to do her bidding to a replacement. Any kind of robotic 
replacement by and for itself wouldn’t have fit the 
setting too well and Auriga was basically desolate (there 
shouldn’t be surviving factories or facilities in good 
shape), so the Queen needed easily impressed subjects 
that she could manipulate after even one off-chance 
event that the Unspoken would do what she told him 
to do. 


In turn, “easily impressed” scratched out any known 
or new major faction with its own culture and no need 
for outside protection. Instead, the minor factions 
seemed to be the best choice for the Queen’s support. 
Now, what happens if the Queen and the Unspoken 
meet a minor faction? Explaining to them Endless 
technology would be rather pointless, as this would 
erode the Queen’s base of power. On the other hand, 
any sufficiently advanced technology should be 
indistinguishable from magic to the observer, so Dust 
came to the rescue of the concept and the relation 
should most likely end up being religious. 


In the end, the limitations gave rise to the powers and 
all of the gameplay.” 


Telum, winner of the second step of the Faction 
Creation Contest dedicated to the units and city visuals: 
“Nosferatiel’s idea is what drew me in, in the first place. 
It had a certain mystery to it and was very open to 

all sorts of interpretations. Another thing was that he 
tied his faction directly to the Endless race which was 
quite a challenge since their presence in the games 

so far was very vague, at least the visual part. So the 
main inspiration were the Endless structures and face 
sculptures depicted in the game and in some of the 
concept art. 


| wanted to keep the feeling of an ancient race so most 
of the inspiration for the city came from Egyptian/ 
Mesopotamian and Byzantine architecture. | decided 
to play with some of those elements to try and create 
a sublime, living monument of a city with a focus on 
verticality to achieve that menacing look which would 
fit the throne of the unmoving Queen, but at the same 
time keeping it simple enough by just exaggerating the 
shape so it suits the overall game style. 


In contrast to the simple city, units were imagined as 

a ornamental automatons, for which inspiration came 
from my fascination with European Medieval armor 
and weaponry. Since | imagined Endless constructs 

not strictly following the humanoid shape | exaggerated 
their proportions so they look “awkwardly dressed”, 

like they are in constant pain, to achieve that uncanny 
valley effect.” 
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FORGOTTEN 


The Forgotten are a faction that all others thought 
to be lost or dead. Against their will, they were 
forged into a tight society of violent and distrustful 
survivors, having spent the final years of the 
cataclysm alone on the surface of Auriga. 


Originally a splinter group from the Vaulters, 

the appearance of the Forgotten has evolved to 
reflect their contempt of their science-loving once 
brothers. Covered in tattoos, piercings and tribal 
paintings, these body modifications serve the dual 
purpose of expressing the Forgotten’s identity and 
deceiving their opponent on their true nature and 
shaping, making them ever more elusive. 
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Strong and nimble, their troops can appear fragile, 
but you shouldn’t let appearances deceive you... 


the Forgotten are silent killers through and through. 


Now, as rifts in their society have led a splinter 
faction to declare its independence, the Forgotten 
are risking everything in the hopes that the other 
factions will accept them - or kneel before them. 
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“The specificity of this faction is its natural invisibility. All their culture, 
as well as the type of pet/creatures associated with this faction revolves 


around 


he ability of changing shape, imitation, invisibility to deceive 


and destabilize the opponent... and of course frighten! 


One can 
camoufl 


and thei 


« Painti 
costu 


volume of thei 


age: Wo 
rspecia 


ngs, sca 


* Hairs 
perce 


+ Scare the opponent by their appeara 


+ Asym 


tyles don 


ption of 


metry” 


king their bodies as to 


imagine that even in visible mode we find traces of this taste for 


pay homage to animal creatures, 


ability/art of altering their appearance. 


ification, tattoos, pierc 


r bodies. 
e with clay, henna, hai 
he natural volume of t 


ings, use of elements of 


mes to alter the perception of their real silhouette, the actual 


as “carved” to alter the 
he skull 
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nce to destabilize 


“The Forgotten actually started as something different — a faction of 
doppelgangers and shape-shifters called the Replicants. They 


of the 


got around to adding a ninth faction we realized that what 
unity) wanted was good espionage gameplay and a facti 


comm 
would 


The Forgotten’s backstory came together easily; we were thinki 


initial line-up of our seven factions, however, and by the 


tie in well to that. 


what humanoid faction they might have evolved from when th 


of the 


science-intensive Vaulters as a foil for the science-rejecti 


Forgotten became obvious. As far as the faction creation goes, 


variou 


s pieces fell into place relatively painlessly! The bird of p 


accompanies the diplomat was added by an artist, and the no 
these silent hunters as symbols and allies of the faction 
was immediately adopted.” 


JEFF SPOCK - Narrative Director 
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ALLAYI 


The Allayi faction is deeply bound 


o the life 


and death of Auriga, which the player mostly 
experiences through the prism of the changing 


seasons. Their gameplay is centred 
exploration and the collection of a 


around 
new resource, 


Auriga Pearls, with which they have a particular 


affinity. All their units change form 


based on the 


season, becoming more active in winter and more 
settled in summer. Also, they will gradually manage 


to control these form-shifting abiliti 
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Dust wars 
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“The Allayi may be the strangest looking units 
in this game - if not in any game - and their 
backstory came about in a rather unusual way. 
| was taking my first extended, 5-week vacation 
since the founding of the studio, and when 

| came back they handed me the concept art 
of what the new faction would be. 


“Oh,” | said, “airborne butterfly-winged bat- 
headed goat people. Of course.” And then 
hey told me to write the lore and history. 


naway it was much simpler, as their look 
meant that they had nothing to do with the 

more science-fictional parts of the game; they 
were Clearly children of Auriga and had nothing 
o do with the Endless or Dungeon. Based on 
hat, and the fact that the gameplay design 
had them changing their abilities and even 
heir physical appearance when the season 
changed in the game, it was just a question 

of where to fiit their origin myth into the history 
of the planet. What made the most sense to 
me, given their intimacy with the seasons and 
therefore with the soul of Auriga, is to say that 
they were her original custodians, suppressed 
and hunted by the Endless when they came to 
turn the planet into a giant laboratory.” 


Foo ma 


JEFF SPOCK - Narrative Director 


Predating the Endless, these are protective 
sentinels of the planet who see themselves 
as the ‘real’ Aurigans; patiently waiting for 
the ‘end of the Endless’ so they could restore 
their civilization. The specific nature of their 
gameplay and style is based on the duality 
of the seasons. 


Units: 


+ White/orange in summer: defensive, 
and capable of regeneration 

* Dark/blue in winter: bonuses to attack and 
improved vision and movement 


We wanted to explore this dual nature, which 
had to be visible at all levels of their design: 


* Calm, majestic, related to the old mystique 
of Auriga, and eternal guardians so harmless 
on one hand--but also potentially dangerous 
and terribly effective with weapons. 


Their dual nature is also clear in their 
physiology/morphology: 


« Asilhouette that mixes the influences of 
different natural environments (land, sea) 

* Acombination of the inspirations of diurnal 
and nocturnal animals (a bit of bat, a bit of 
wolf, a sprinkling of manta ray!) 

+ Organic units, but equipped with wings 
that are not clearly either organic or 
technological. 
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Cities: 


The entire structure of the city revolves around curves, light and 
iridescent shades. We chose to systematically use this pearly rendering 
and iridescent colors a bit everywhere, using mostly whites, brightness, 
shimmering reflections... 


Significant patterns of repeated curved lines reminiscent of marine 
elements were also chosen: 


+ Effects of patterns such as the “frieze” borders like the edges 
of oyster shells, 


SEIS ONS SHIFTERS 


+ Multiplication of wrinkles like ripples formed on the surface of water 
+ Pearly materials can be observed inside various forms 


The idea is to recall the special relationship of this people with Auriga 
“Pearls”, and the importance of the winter in the specificity of their 
gameplay. There is an idea of purity in their quest, which is restoring 
Auriga to her original strength.” 


CORINNE BILLON - 4rt Director 
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MORGAWR 


The Morgawr are a mysterious, malevolent force 
from the deeps. The inspirations would be some 
sort of creations of Cthulhu, and perhaps slimier 
or creepier versions of the naga from folklore. 


Their powers are in mind control and curses rather 
than in military, economic, or industrial strength. 
While others would view the Morgawr as pure evil, 
from their own point of view they are simply doing 
what all other peoples do--fending for themselves 
in their own way, seeking to evolve and grow and 
climb all the way back to the stars. 
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Execution of their own destiny is what is important 
to them, and things such as diplomacy and wars 
are simply the most efficient tools they have to 
achieve this. 


The Morgawr are by far the most mysterious 
faction in the game, but that was done voluntarily; 
while we know where they came from and why 
they exist we have yet to tell the players directly. 
We are just hoping that eventually the community 
puts all the clues together... 
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“The visual style and lore evolved together. a lot of leeway to imagine all the scope and Their physical appearance showed that their 
As we defined the gameplay and discussed variety of physical changes generated by this (too) long stay under water had drastically 
the type of culture that would act that way, containment in an aquatic environment at transformed their physical appearance. Like 
we talked to the concept artist and iterated great depths. We had fun imagining a race wrecks of boats abandoned on the ocean floor, 
on the visuals. The concept art was done by which, having not been in contact with the various plants and corals colonize the surface 
César, who was new to the studio and really ight of day for generations, developed a of their skin to the point where you can’t see 
got thrown in the deep end with his first job! series of flaws or mutations related to light the difference between what was the original 
deprivation; as they don’t produce melanin creature and what are the other elements 

Units: heir skin had to be white or grayish, with hair which over time became a part of it...” 

. seeming albino. Or we could imagine that they 

7 a Narialimectne hatramatharthelrckitcanl} ones one niaeneiie 
Te MMaInicea Wes co van pam anny an fragile and vulnerable to the sun. We couldn’t CORTES PELE OM casa Dynaver 


the influence of the aquatic environment in 
which they have been kept prisoner. That left 


make them blind, though, as that would have 
caused a few gameplay problems! 
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The creation of the Minor Factions was a big 
change in our game design. We did not have 
anything like them in Endless Space, and that is 
perhaps one of the reasons that from a lore and 
immersion point of view that previous game felt 
somewhat empty. 
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The creation of these peoples involved doing what 
Amplitude does best: Designers giving gameplay 
stats and behavior to the artists and writers who 
iterate with them to come up with visual styles 
and stories that match. It was a bit of a challenge 
to invent so many of them, but using historical, 
mythical, and Endless universe inspirations we 
eventually ended up with a total of eighteen. 


URCES NATION 
RUMBLER TROOPS 


The Urces peoples appear as peaceable giants who dig, build, and 

move on seemingly without reason. However, when defending their 

dwellings or fighting for trusted friends, they become mountains of 
rage and the great sweeps of their clubs are devastating. 
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KAZANJI NATION SISTERS OF MERCY NATION 
DAEMON TROOPS JUSTICERE TROOPS 


The priests of the fire-fed Kazanji, Daemons defend their Front line fighters and warrior clerics, Justiceres deal death 
holy places by inflicting terrifying visions on the minds with one hand and healing with the other. 
of their attackers. 
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JOTUS NATION 
TETIKE TROOPS 


The advantage of the Tetike is that one of the two heads is generally alert. 
While the confusion of having two heads managing one body does 
not necessarily make them more dangerous in attack, they 
have excellent defense and are very hard to sneak up on. 


ERYCIS NATION 
VINESNAKE TROOPS 


A bottom-feeder, capable of eating almost anything, these creatures extract 
poisons from their food and isolate them in a specialized gland - an ability 
that permits them to feed in extreme environments. When threatened, 
they can also expel the contents of that gland as 
a highly toxic cloud. 
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SILICS NATION 
HARMONITE TROOPS 


These guardians of the great underground farms where crystal is grown 
and nurtured are themselves intelligent minerals. They can use their 
symbiosis with the earth to immobilize enemies. 


DELVERS NATION 
DREDGE TROOPS 


These diggers, with overdeveloped shoulders and arms, 
make exceedingly dangerous troops. Skilled at breaking 
rock, they can also crack the toughest armors. 
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BOS NATION 
CENTAUR TROOPS 


Messenger, sentry, and scout, the Centaurs’ role is to know all that 
happens within a day’s ride of the herd. Lightly armored, they are 
better adapted to summer weather. 
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HAUNTS NATION 
ENDED TROOPS 


Legends says these are lost spirits of ancient people, kept 
partially sentient by being bound with Dust. Immune to 
cold, they terrify enemies even more in winter. 
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CERATAN NATION 
DRIDER TROOPS 


The sentries and police of this subterranean arachnid 
people, Driders are pacifist units that briefly immobilize 
friendly units with a healing web. 


HURNAS NATION 
ORC TROOPS 


The Orc hunters of the Hurnas are known for their surprising 
speed and their sophisticated use of the bow. It is generally 
preferable to have them as allies rather than enemies. 
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GAURAN NATION 
MINOTAUR TROOPS 


These troops are recruited from the non-alpha males that 
accompany the Gauran herds. They execute their fearsome 
charge on two legs, grasping their weapons and bellowing. 


NIDYA NATION 
ARPUJA TROOPS 


The Arpuja of the Nidya tribes are airborne warriors, rapid flyers 
and highly maneuverable. Acting as scouts and light troops, 
they ensure that the Nidya warrens are never taken by surprise. 
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GELDIRUS NATION 
WARG TROOPS 


Impervious to cold and powerfully muscled, the 
hardy Ice Wargs move freely even during Auriga’s 
harsh Dark Season. 


DORGESHI NATION 
BURDEKI TROOPS 


The riders of the great Burdemek lizards, the Burdeki are both 
the scouts and the primary weapon of the Dorgeshi armies. 
Heavy and heavily armored, their powerful charge and lack 

of fear makes them dangerous foes. 
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EYELESS ONES NATION 
CAECATOR TROOPS 


Blind from birth, these monks train their other senses to the 
point of supernatural acuity. Whether the explanation is intense 
concentration or Dust magic, their skills are undeniable. 
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FOMORIANS 


These strange people - certainly the product of Endless technology 
- were set to guard important sites ages ago. Though the creations 
of the Endless are beginning to show the stress of time, the 
Fomorians are no less vigilant in their duty. 
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